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A study on the preference of lighting colors to create a space

for boss monsters
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Abstract

In general, RPG boss monsters are linked to the game's story and constitute the goal of the game for
the player. In addition to the role in the story, it plays the role of the player's final target by providing
high experience points and high-efficiency items. Boss monsters are generally composed of huge body size,
high destructive power that can inflict high damage, and various behavior patterns. It is common to give
the player the feeling that this space is the last space, such as being located in the deepest part of a cave,
on the last floor of a building or tower, or in the deepest part of a deep valley. The space of the boss
monster is generally constructed by reflecting the characteristics of the space where the boss monster is
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boss monster is located. Based on Mendel's color wheel, the space is given color light through 7 colors of
<]

lighting color light: Red, Orange, Yellow, Green, Blue, Navy, and Purple. derived. Based on this, it is
boss-like atmosphere is applied to create an optimal atmosphere and at the same time lead to a high level

expected that when the player encounters the boss monster, the lighting color that can create the most
of immersion for the player.

located, and sometimes the atmosphere of the space is created based on the skills of the boss monster. In
this study, a study was conducted on the preference of lighting color light to create a space where the
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[Fig. 1] Deviation production according to the color temperature of lighting
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[Table 1] Characterization according to the direction of lighting
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[Fig. 2] Character change according to lighting direction and position
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[Table 2] Types of Tones of Lighting
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[Fig. 6] Dungeon Atmosphere Creation and Boss Monster Placement
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[Fig. 7] R/G/B values applied to Unity engine for dungeon configuration
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[Fig. 8] Creating a space atmosphere for dungeons and boss monsters
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[Fig. 10] Preference result by color light
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